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Use off tl»e Controller 


f The Control Pad 

The Control Pari move* the play¬ 
er’s character around on the 
World Screen and moves the 
hand on the Sub-Screen. “Up" 
will move the hand or character 
up, 'down” will move ir down, 
left" will move left and right 
to the right. On the Sub-Screen, 
you can move the hand com¬ 
pletely around the menu by 
moving in just one direction 

Moving in the Up and Down 

World Screen Sub-Screen 



Pad 

A Button 
Button 

- START Miw 
SELECT Sutton 

Left and Right 
I Sub-Screen 
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• A Button 


The A Biiirnu is used to search In front of the character while travelling an 
tite Wor.d Screen. It is also used to initiate conversation with other charac¬ 
ters vuu meet in the game The A Button will execute menu choices, 
advance text to the next screen, and end a conversation or a battle When 
making a selection, make sure that you ha^e the correct selection before 
pulsing the A Button 


Talking to 
Character 


Searching 
A Door 


Executing 
A Selection 



Many Places To Search 

When you two about, remember to 
press the A Button to search the area 
in front of the character. You can find 
many things if you search very’ v.e: 
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• B Button 

B\ proving the B Button, vou can rooko several things happen. You can 
<. \:o\ a selection You can speed up a conversion between diameters. 
Non can exit a hub Screen Window, and »*'• a conversation or battle 
resolution screen. You cun see that the B button gbes vou the kind of 
control you need to play a winning game. 


mm* START Button 

The -START Button starts the game, and 
brings up the Function Sub- Screen. You 
can check vour abilities use an item, 
equip a character or save your game 
Also indicated is the amount of Gold you 
carry’ your current tloor number, and 
highest position achieved. 




mm* SELECT Button 

PressingSelect during play brings up the 
Status Suh-Screen. You can check the 
party's H ,r Point levels, and Hearts You 
can ser the message speed to speed up 
or slow down the text. One is the fastest, 
t ignr the slowed, 11 is important to note 
that Sub-Screens cannot be activated 
during a battle. 






I. Place your cartridge* in me GamoHoy properly. 


2. Turn on the power, and press START. 

3. After tite Introduction, move the hand to dte 
deseed race of your party *eader 




1 Select the race of vour party leader by 
pressing the A Button 


























































STARTING IT I EG AMI: 



Humans arc the most well-rounded 
characters in the game. The > starting 
Hit Point levels (HP Levels) are high in 
comparison to the oner races. 
Humans can use most ail equipment 
and armor They can carry up to eight 
■ems 05 your choice. Humans Jo nut 
rise in strength and level like the other 
plaver races. They must "buy” their 
increases in the form of the HP2CKJ or 
the HP 100. Strength and Agilitv can be 
raised by purchasing STRONG and 
AGILITY Humans are tlie must com* 
riton of the races found on the Conti¬ 
nent 1 heir numbers have been 
increasing due to their strength of 
arms.With this ahilih they have been 
able re wrestle most of the and back 
from the invading monsters, but as of 
ye", have still been unable to discern 
the secrets of the ibwer. 



Murants are an interesting off-shoot of the 
Human rare consisting of a cross between 
Humans and some of the older races of the 
world of the Continent. A$ players, they tend to 
be physically weaker, possessing fewer HP’s 
than their pure blooded Human counterparts, 
Mutants do not raise their abilities like the 
Humans. Mutant powers ' mature” only 
through the rigors of questing. At a point tlie 
Mutant evolves into a more powerful form. This 
evolution triggers 'afern powers locked deep 
inside the Mutants genetic code. Suddenly 
rifled with new powers, and more HPs. the 
Mutant character becomes a more dominant 
force in the partv Mutants can carry up lo four 
items and once their powers are activated they 
can no longer use their store-boughi weapons. 
Pur ail these reasoas and more, the Mutant 
offers many opportunities for achieving success 
in the sanies. 
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STARTING Tl IE GAME 













STARTING THU GAME 



MONSTFRS 


Monsters come in many shapes 
and sizes Some are creatures from 
the Continent's past and some are 
newcomers from the Tower who 
have proven to be friendly Ail haw mastered the ability to communicate 
with the man-like races and have even begun to co-exist with them. As 
players, the monster character also has an individual method of growing 
stronger The monster character gams strength by eating the specially 
seasoned meats earned by most creatures When a monster character eats 
meat he may transform into a beast of another form, lie will have all the 
HPs and powers of the beast This means he could transform into a beast 
weaker lhan himself should he eat the meat of a weaker enemy. And of 
course 1 if he eats tile meat ot a more powemil monster, he thus becomes 
more powerful Monsler.s start with low HPs. but some hive strong at lacks. 
Monsters cannot use items. 


Naming The Character 

The name slot tor each character will hold 
up to four letters. Use the cross kev to 
move the liand to the letter that you wish 
to use. By pressing the A Button, you will 
enter the letter that is to the right of the 
pointing finger ot the hand The positions 
of letters will work from left to right across 
the screen so to skip a space you will have 
to select the blank space to the nghr ot the 
upper case Z. Should you make a mistake 
in your letter choice, pressing the B But¬ 
ton will erase the last letter entered. If you 
keep pressing B you can erase all the let¬ 
ters When you are (hushed naming a 
character, press the START Button. Once 
you have picked a name and officially 
named your character, the character’s 
name cannot be changed. So be sure to 
pick a name you ike! After all. you and 
the character have many challenges 
ahead, so vou might as well get off to the 
best start! 
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III BEGINNING THE ADVENTURE 
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The adventure starts on the 
world of Continent in the village 
of Base Town. Base Town is 
located in the north western sec¬ 
tion of Continent. You start 
standing at the southern edge of 
Rase Town. Yon are armed with a 
hammer and here you can 
recruit some companions to help 
in this quest. \bu should proceed 
into the village and go to the 
Guild to recruit additional party 
members. 


Recruiting Characters 



The Guild Master asks you 
where you want to put ihe new 
member by saving Who? ’. 
Using the Up and Down Arrow 
of the Control Pad. you can point 
to tile empty slots in your party. 
Press the A Button when the 
hand points to an empty slot the 
Character Creation Screen will 
appear. When you finish with 
one character press START. The 


Member s Guild * 


same returns to the Guild Screen. Point to 


she next slot, repeating the process until 
your party is full When the partv is com¬ 
plete, press the B Button to return to the 
game Take four characters or less or you 
will not go 
forth in the 
quest You 
may retire 
dead charac- 
tr-rs at the 
Guild bv point* 
mg to them 
and pressing 
the A Buttua 
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BEGINNING THE ADVENTURE 
















































BEGINNING THE ADVENTURE 


Once A Member. Always A Member 

Ona a character has been introduced into a party be ran not be removed 
uutcM he is <Jcad. A partv leader cannot be removed under any cirnim 

stances. The party leader is the charae 
ter dial is located in the first slot of any 
party Von may change the loader of a 
party from the Status Sub-Screen by 
changing their order. A character 
labeled as Dead may be restored a* a 
House of Life if ho srill has at least one 
Heart. Characters with no Hearts must 
he retired 



HIGHER LEVEL COMPANIONS 

An you pi ogress through tnc game vou may lose a character to 
more powcrtul enemies. The strength of the Guild members will 
increase as the levels you are playing on got harder With this you 
can gor one closer to vour party ’s abilities, should you have to 
replace a lost party member But try to saw your members The 
replacement members are net os strong as the ones you have 
been working on through the game. New members will need 
armor perhaps some weapons, and possibly attribute increases 
which will slow vou down 
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Recommended Parties 


4 HUMANS 



This is m expeasive parry to raise in levels, 
but nn exrremelv versatile group Humans 
can use all items, and dies will rise in levels 
as quickly as you can get Die money. 
Another advantage is in the large* numbci 
of HPs the Humans start with 


2 HUMANS, 2 MUTANTS 



: f- > is .i .1 -vie.iir party* to start with but it is 
cheapo? to raise levels than the 1 Humans 
The Mutants wall prove useful iti higher lev¬ 
els. Humans have to carry the brunt of 
lower levels due to Mutants low HP total 
Armor is a must. 


2 HUMANS, 1 MUTANT, 1 MONSTER 



The Humans wti! have to prov ide strength 
until the Mutant and the Monster Iwve 
developed. Some Monsters have powerful 
attacks for beginning level characters. With 
the right chemistry, this could be a very 
powerful group. 






BEGINNING Tf 1C ADVENTURE 

































BEGINNING THE ADVENTURE 
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WE DO NOT RECOMMEND THESE PARTIES 




of rhoso parties have prions disadvantages in HP Levels. * he 
4 Monster pair/ cannot wear armor, and suffers from a severely 
limited amount of attacks Without armor, they arc highly vulnera 
hie. The 4 Mutant party can carry up to four items each, hut will 
find themselves in trouble when their powers begin to develop and 
rhev become short of offensive attacks. Both of those parties cannot 


4 MUTANTS 


4 MONSTERS 


use most of the treasures that are to be found in the world of The 
Continent. And ultimately, treasure is most important to your suc¬ 
cess, if not survival!! Balance in a party is essential- Parties should he 
designed to make use of as much of the potential items as possible 
It takes skillful play and clear thinking to accomplish this. Humans 
can use ;?ems but Monsters and Mutants cannot. Unless played with 


extreme guile, dies parties would rarely survive tnoii first few 


encounters 


Gathering Information 


As you progress through the twists, turns and challenges of the game, vou 
should seek tu gam as much information as poss.bie. In the quaint and 
bust.ing village of Base Town, the ptoyer will gain valuable information 
about happenings anr solutions to problems h\ talking to other ehame¬ 
ters. Be sure :o stop and chat. You may speak to other characters by 
moving up to them, facing them and pressing the A Hutton. Continue to 
advance the conversation by pressing Ute A Button, By gathering ail the* 



necessary information, you will know 
what you should do I here is much wis¬ 
dom to be gained from tow i speople. Jt 
may je difficult to get thorn to t^k. bu! 
they do. 
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Encountering Enemies 

The Continent; is inhabited by danger¬ 
ous crealtirfcS- They attack with claws 
fangs, and other gruesome append- 
ai>ets! As you wander around the world 
of the Continent you may be attacked 
hy one or more of these creatures In 
this instance, the valumi party is *'» mv 
ciousiy attacked by a lone Cobli t wrrn 
an extremely nasty temper. With the 
Faj:tl nr Run Selection the party can 
dee.de to attack er retreat If one pam 
member retreats. all member* must 
retreat. 


Enemy Goblin 



Party's HPs 

Type And Number of Enemies 


Fight Or Run Selection 


To Fight Dr In Run? 

it will nor Take many encounters before 
die party is able to recognize The power 
of some enemies. It tile fight lasts mure 
than one round, will the party* survive.’ 
Those are the questions that must ho 
considered. Kven if you try to run you 
may not got away 



A Battle Begins 

A Weapon To Match The Enemy 

When you give the command to tight, it 
will start with the first character in the 
party The game will ask which of your 
weapons vou wish to use By pointing the 
hand at the desired Weapon and pressing 
rhe A Hutton you will attack w-tli that 
weapon on the indicated eneuiy. As vou 
finish with one character, the game will 
continue onto the next When all of the 
characters have selected their weapons, 
the game will resolve one combat round 


Multiple Enemy Croups 

The party may be attacked by* more than 
one group of enemies at a time. If this 
happens you w I need to indicate which 
group rhe attack wi go against bv mov¬ 
ing the hand left to right and pressing A. 
Remember some attacks affect a whole 
enemy group. 
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Combat Resolution 



After all the commands are in, the game 
will take oft the appropriate damage from 
rhe characters and enemies If horft sides 
survive the first round, it will continue 
until one side is eliminated. If the party 
wins, they will receive a Gold Piece 
amount for their victor. 


Sometimes There Is Meat 

Occasionally, a chunk of Meat is left 
behind by one of the enemies If i Vs 
Meal is eaten it may bring a change m 
*hc Monster character The Mont will 
have no effect on the Human or Mutant 
character. Remember the typo of enemy 
you defeated. If it is a stronger character, 
you may get stronger, if nor, you may get 
weaker 
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You musr heal the entire partv. If thorn arc 
not enough GPs, you may jse ether meth- 
ods of Healing, ipages 40,41) Cuter vour 
command by pressing the A Hutton. .After 
hemg in d 


Cn^ 1» Trl 1 


Pieces 

Yes Ot Mo Selection 
Amount Meeae: 
Patty s HP Status 


few horren¬ 
dous scrapes, 
the parry 
may want return to the nearest town to 
receive Healing at the local Inn. Ir will cost I 
Gold Piece ter c\. r\ .'IP sou need to recover 
to full health. If you don’t have enough to 
pay for the h:: amount, then you will nor he 
able to receive any Healing. You may not 
heal onlv one mem her 


Recovering HP$ 


Insufficient 
Gold P«ces 
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BEGINNING THE ADVENTURE 


The House Of Life 


If ct companion has been kilio-i. you can restore 
iim at the l louse Of Life Each time a character 
is restored, he will lose one of his Hearts. He will 

be restored, 
bin will be 

badly In need uf Healing after being 
revived. Once spent the money lo 
restore characters cannot be returned. 
Point the hand to the character you 
wish to revive and press the A Button 
If all goes well your companion will 
return lo your party in fine health 


IF YOU RUN OUT OF HEARTS 

Once your character has hit out of Hearts i< will no longer U mte 
to be restored. You will need to take him to the Guild tu receive a 
new party member. If you have lost a character dial you really don t 
want to lose, you can shut off Lie power to the GauicBoy and turn it 
hack ort When you select Continue, your party wail restart at the 
last point you saved the Ucinc Make sure vuu chock to see if any 
pam members are dead before you save the game. 


House mt Lite 
Co st I POOP 




Weapons And Hems Shops 


When vou enter these shops, 
indicate whether you wish to buy 
nr sell by pressing lhe A Button 
with the hand pninling to the 
appropriate selection. A list of (he 
items (or weapons) In the shop 
will appear. Bv moving up and 
down you can scr 11 through :he items. When the hand points lo an item 
you wish, press die A Button, and you will have purchased it You cannot 
cancel once an item has been bought or sold. Hopefully upon closer 
examination of the item, vou will discover that it has greai value to your 
pEirly. 



Buying 
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BEGINNING THE ADVENTURE 

























































































READING 1 HE MAH 


READING THE MAP 


1 he map of t:ic Continent use* symbols to 
show the differences in the tvpes of terrain 
Travelled in by the characters IN is a list 
of terrain features and hen* thev affect travel. 





TOWER 

The Tower marks the location of Bus*. I own .and the 
only spot where you change Leve $ The lower is the 
ultimate ijuesr and holds many scorers 


TOWN 

This symbol represents a place where vtxi rnav buy 
or sell items A town is a place where you may be 
healed, or fallen comrades may be revived. 


CASTLE 

This is the residence of a King of Continent Ybu can 
also team information and hnd great treasures. 
Many of these Cashes arc dangerous places. 
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MOUNTAINS 

The mountains of Continent represent obstacles that 
must be rounded Look around. There are mam 
pusses t i a ill let you go through the mountains 

CAVE 

The Cases hold mysteries Some connect to other 
place* some hold hordes or enemies w *h treasi ?e$ 
Explore all vou can find You may be surprised 

OCEAN/RIVER 

The Rivers and Oceans cannot be enjssed by the 
characters. You may cross a River by a bridge, but 
you must find other ways to cross on Occat 

BRIDGE 

Many of Continent s bridges are sti intact. well con¬ 
structed and numerous It you rravel along a river, 
you're certain to find a bridge soon. 

FOREST 

Player is apt to encounter Iht stronger enemies in 
the Forest Piayer can move through die Forest with¬ 
out penalty. Use your A Button to search. 





























THE FUNCTION SUVSCRHFN 


V the function sub-screen 


The Function Sub-Screen i* for u>mg items, checking current ability l<* r *K 
quipping characters. checking your position in the Karne s overall sense, 
checking vour GP level, -and Saving vour game. '1o select a particular 
function, point the hand ro if and press the A Hutton. 



Select commands bv using the 
Control Pad to move hand to 
desired function and press A 
Button. When fii shod, exit by 
pressing B 


The position indicator show’s 
the Hoot you are on. At tlie 
start it reads IF. {first floor) 

I he number in the maxi¬ 
mum column shows highest 
level party has reached. 

Tte GP or Gold I here figure 
indicates the total amount of 
money your party has. It is 
the sum of the entire party’s 
money. You cannot divide 
the money amongst the dif¬ 
ferent partv members. 
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Ability 

You can evaluate your character s ahilily 
on a scale of one to one hundred To oak 
at an individual character, move die hand 
to the character, and press the A Hutton 
You will then see die characters abilities 
and equipment. I Voss die B Button lo 
leave this mode. 
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FHE FUNCTION SUB-SCRFi N 






































THE FUNCTION SLJli-SCKI f N 



X Characters Current HP Level 
^ Characters Current Max HP Level 
<$ Figure Of Your Character 
® Your Character’s Name 


^ Tile dsaracter's strength iS baaed on a stale of MOO. The 
higher the number, the mightier the character The stronger 
your character the more damage he will do with one hit. 

£ Defense Raring determines the amount of damage taken from 
an enemy attack. The higher the Rating, the less damage 
taken. Armor raises the Rating in Humans and Mutants. 





Agility influences how often your character is hit, onn how 
well he will do w th Ranged Weapons and SL.s, The higher 
this value, the better your character 


? Man a indicates the power level that the character has w hen 

using magic. The higher mis value, the more powerful the 
magic thrown by the brave character. 
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This list shows the equipment being carried bv the character 
The item at the top is an “in-hand item'’ and will always be the 
first selection on the battle screens 


Items 


This screen shnv i ictus liia: are carried 
by the party. These Items are not in a 
characters inventory’ and can be used 
from the item Screen To see an individual s 
equipment list, use the Ability Function. 


fe-POT ION * 

r POTION 3 
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Using The Item 

*Ib use an Item, point the hand to the Item you wish to use and press the A 
Button. A second hand will appear that you can move around with the 
Control Pad Move this second hand to the person you wish to use tins 
Item on. When the hand points to that person press A again. Until you 
press A fur the final time, you can cancel by pressing the B Butter If an 
licit) cannot be used by a character, a message v. 11 appear saying so. 
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More About Items 


You may wish to rearrange the Items on 
your list $o rhe items used most often arc- 
on the top. To do tins, when me second 
hand appears, move it to an empty slot 
Should vuu want to get rid of or drop an 
item, point Ihe second hand to the trash 
can Press Button A to execute the 
command. 



Using The Crystals 


To use the Crystals on the Item Sub-Screen, go tn The Item marked Sphere 
Press A and a second menu screen will appear with the Crystals on it 
Point to tin; Oysia: you want to use and press the A Button again and you 
will have used tne Crystal 





Equipping Characters 


When you see armor and weapons in the 
parly Item menu, it doesn’t necessarily 
mean that the characters can use them. 

Each character using an item must Equip 
it so it wj]I be in his individual inventory. 

Once deposited in the inventory, the char- 
actor can use it at whim as needed Remember, characters can only carry' 
so many items. So be sure rn get Ihe most helpful ones! 



^ATTLESO 
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LIMITS 

Mi Hauls can only cany four items m d I lumans eight, Monsters can 
cany no Items. With these limitations, one must dunk careft. y on 
what rents each one of his parry members will carry 7rv to balance 
die list between Armor. weapons and spells 























































THE FUNCTION SUB SCRF FN 


VI THE STATUS SUB-SCREEN 


H Saving The Came 

I Iit Save the game, pre*s the START Rul- 
I ton When the Function Sub-Screen 
I carries up, point the hand to Save and 
I Fre>* the A Button If wlU ask you if you 
I want to save nr no!. Think carefully. Be 
I sure von really want to before vou do. The 

information of the previous saw is lost once you save. A hasty move 
here can mean the loss of information watch yon might regret losing late? 
in the garue. 


SAVE THE GAME OFTEN 

It is a good idea to save the game often Saving the game often 
protects you from losing a great deal of information should the 
game be acddentaliv turned off or the batteries wear down. U r sso 
helpful if you need to erase a mistake in game p,d> If hie plover has 
his whole party eliminated, he can turn off the Game Bov and turn it 
on again. When you turn it hack on again and continue, the party 
will be restored to the last time you saved the game. Thus, if you are 
attentive to saving the game you have played w ith skill and determi¬ 
nation, yon will be able to return to il where you off rather than 
Having to backtrack! 




This SubScreen is used for checking the HP Level of your characters, 
changing the marching orders nf your characters, and setting the message 
speed. These functions can minimize the amount of damage given to | 
certain characters. These functions, therefore become an important part i 
of your game strategy Tlse characters in the first two slots are the most 
likely to be hit as they are at the front o? the party 


Picture 
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Message Speed 


V 


Hearts Remaining 

Status Sub-Screen shows 
the Hearts remaining. If 
you rim out of Hearts, and 
your character dies, it can 
be revived. 

Max HP 
Present HP 


The message Speed indicates how fast die display types 
out information. To see messages faster, lower the mes¬ 
sage speed. To slow it down, raise the number. 
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l HE STATUS SUB-SCREFN 





























Changing Order 



lb change the order of vour party, point 
to the character you wish to move. You 
can press the A Du lion and a second 
l and wi!. appear. Move me second l a id 
to the slot vuu want the character to 
occupy. Press A Horton again. The game 
will then ask you it you want to change 
Bv pressing the A Button, you will 
change the order of the characters. It 
may not seem apparent to you at first as 
to why someone would move characters 
around. The characters in the front of 
the party are the most vulnerable and 
most likely to gel hit If one becomes 
badly wounded and no healing is availa¬ 
ble. vou may want to move that party 
member to the back to Iry to protect him 


Q*7>. .»?«» 

^LIO ul 2t4 
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from further damage uni you can make 
it to a town In a town, your character 


Jfc™* 

ifi *aa 

can receive Healing at the Local Inn 

However, it will cost the Player 1 (Joid 

\ifl nt 2U 

| Piece for every HP point needed to 

m mww 

Wjj KM- IDS 

recover full health. Remember, you must 

**.*. K? «= 

heal entire party or none Sec pages 40. 

41 for Other healing methods. 

a * - ?* | 


I 


Message Speed 


If you want to change the speed of die 
Message you can press the A Button so 
tne second hand will appear Von can 
move tne second hand to the desired 
speed and press the A Button. You may- 
wish to change the speed many times 
during the course of play depending on 
where the party is and what they’re 
doing .After some familiarity with the 
game, you will be able ro decide which 
speed is needed. 


Individual Status 


, 4 ™, fr 

to (Tiai* 
&OJ iSSTiOo 
^Aiai 55? « 

t< 2 m % m rn a 


You ran also check vour characters Sta¬ 
tus, just like using the Ability Function 
on the Function Sub-Screen. To check 
individual Status, point the hand to indi¬ 
cate the character. You can then press 
the A Button. When the second hand 
appears, leave it on the character you 
want the information status for. and 
press A again It will nen progress the status screen. In ini* manner vou 
can check individual stams for all vour characters. 
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II ir STATUS SUR SCREEN 































VII WEAPONS AND SKILLS 


Weapon* (with the exception or certain magical items' have a limited 
number of uses. Great can- must be taken to make sure that the party ha* 
enough weapons to make ir through an entire excursion away hom town 
There is no way to roarm in die middle of a fight. 

Melee Weapons 

Melee weapons represent the hand-to-hand sty e of weapons such a* 
swords axes, and hammers. The amount of damage that can be done by 
these weapons is directly related to the characters strength. This type of 
weapon inflicts physical damage on an opponent. The player can greatly 
enhance his chances nf success if plenty of weapons arc carried in case of 
an emergency. Ybu never know when you eave a town just how lung it will 
he until you return again. Therefore, melee weapons can be useful 
throughout the game and your journeys. Stock up on a good supply when 
you are in a town 



Ranged Weapons 

'Ibis type of weapon js the fired type of 
weapon sudi as a Bow. a Missile and an SMG 
These weapons lilt on a combination of 
your characters' Agility and what is known 
as a Rate or Success The Rate of Success is 
based on the number of time* that trie char¬ 
acter actually uses the weapon. In such 
cases the more you use an item, die more 
likely you are to succped wiih it A Missile 
and an SMG are multiple strike weapons. 



Skills 


Your skills represent forms of combat dial must be learned and mastered. 
Such Skills are Punch. Kick, and Head Butt These will eventually become 
more powerful skills as the characters progress. Like all weapons so far, 
these $k $ can have only limited uses You can use drem to smko multiple 
times, hut they will do little damage unless they are mastered through 
constant use. lb master such skills, you must practice throughout the 
game. A good knowledge of them can be helpful even if they are not lethal. 
Skills can help von get out of certain situation*. 
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VII WEAPONS AND SKll.tS 
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Limited Use 



Some Armor pieces such as Shields nave iim- 
ited uses A number in the righ f of any item 
indicates how many uses are let! before it is 
gone and needs ro be replaced. Keep a very 
dose eye on the numbers. You could easily 
find yourself thinking vou still have a few uses 
left when you don’t. 


Unlimited Use 

You will Hod some pieces of Armor such as 
Helmets Breastplates, and (ummlets. along 
with sec era magic items rhat have no number 
to the right of them on the equipment displav 
These items have no limit to their usage. Thev 
will not wear out and will continue to work for 
the character until lie discards them These 
items are the most useful in the game so try to 
find them. 


ShJ*ld 




IX MAGIC SPELLS 


X 



Spells are either combative or nonxornbative 
and work against groups of enemies rather 
than individual » nemies. Combative spells do 
damage to the enemy. Non-combatice spells 
incapacitate enemies without doing pliysical damage. Both are equally 
effective. so try to carry as many of these spell books with vou as you can. 



Attack Spells 

hire Gull, and Klee are Attack Spells. Through the use or I ementa Magic 
ncy do physical damage bv drawing elements to attack their opponent 

Non Combative Spells 

Sleep is an example or a nor-combative spell These spoils do no physical 
damage, yet mey incapacitate the enemy, making opponents defenseless 

Healing Spells 

Cure is a heating spei. This spell heips replace the lost of the party 
members. They come m handy when you are running or out of potions 


MAGIC SPELLS 














































X ITEMS 


Mast of the work that is needed tu be done cannot be completed without 
the aid or items. They come in many forms wnether weapons, potions or 
strange objects that normally wouldn't be perceived as important look 
morn over carefully Purchase some and try them to see whal they do. You 
never know which ones will really benefit your particular party Remem¬ 
ber, Humans can carry e.ght items. Mutants only four, and Monsters none. 
Choose well 


Recovering HPs 

Potion, Potion 3. and the x r me rtems of powerful healing magic i'hey 
come in handy if an Inn is far away and a party member needs help 
immediately, They have multiple uses and will work for all the party 
members. Keep a couple at all times. 


Human Strength And Agility 

Humans, unlike Monsters and Mutants, gam their strength and agility 
through the use of the potions Strong and Agility Each uwj of one nr these 
potions will raise locir abilities by a variable amount. It may take several 
potions to raise one Human to the strength level of another. 


Healing Items 

Many of the Items help counter me effects of special attacks made by the 
enemy They will cancel the effects of the enemy attack and allow your 
party ro better defend itself. It s a good idea to spend some time working 
up the money to buy a few of these items before going on & lengthy 
Journey such as into the Tower 


The Rod - fur healing 

The Antidote - for cur ng poison 

The Golden Need:e tar curing Petrikatton 

The Cross * removes curses 

Eyedropper- rcsb iv 

The Bell * awakens simpers. 


Pan • clears contusion. 

Shocker • cures Parai)** 

Arcane - replenishes n muon use :rer (One * me only} 
Revive restores one dead character. 


Heart replaces ui.e ! >: fear to char n Maximum; 


Other Items 

Door 1 be door nas a special spot so you can teleport to a 

specific location whenever you wish. 













XI SPECIAL SKILLS AND ABILITY 


Through the trials of questing, the Mutant character yam* strength. As his 
strength grows, certain latent powers begin to show They work like the 
more magical powrs of the Human characters. >bu can recharge them at 
an Inn just like the Monster character docs Vou just never know when 
these skills and abilities will develop. 


Monster Ups and Downs 

When vou look at the Monster s Sub-Screen 
vou will find some type of attack listed 
there. To the right of this attack you will find 
an “X” or an “O ' The X means your char¬ 
acter will be more vulnerable and “0“ 
means it is immune to this attack. For 
example, the ttfererat character is protected 
well against Weapon arracks He will take 
less damage from them. The Lizard is sus¬ 
ceptible to Ice attacks and will take more 
damage from them. 



Unusual Attacks 


The Monster character has attacks unlike rhose of Human characters. 
They use very unusual weapons and even their bodies to defend their 
opponents. Attacks such as Nail. 1b$k, Horn, Fin, Tail, Bone, \ose, Htoak 
and 8 Legs can sometimes do more damage than the more commonly 
used weapons like swords and magic spells. However the weakness in 
these attacks is they can only hit one enemy at a r nxc The fight can go on 
Attack Type Depends On Character Tvpe 


Ranged Attacks 

Some attacks such as Flame, ice. Thunder Gas. Acid, Quake IbnidUu. 
Whirl, will work on groups of opponents at a time. These attacks have a 
great deal of power and they gel things for your party in a tix. Umg oat tics 
can therefore be settled in just one blow by using one of these attack 
strategies This would be advantageous over one hit at a time. Use this 
power when needed. 


SPECIAL SKILLS ANO ABILITY 
























Enhance Party Abilities 

Mirror Power and Armor work for the- caster to raise iis defensive tbilUies 
arid greatly reduce the chance of his getting damaged in a fight. The Mower 
Harrier wi ! raise the defensive values of tlie entire party, thereby giving 
them the strength to nil many a foe. 



Affecting Enemy Abilities 


IVrwm like Drain, Stench. Electro, Web and Sand will do no physical 
damage to nc enemy Tiey will. :nw,tr redace their abilities jpreenmi- 
-jr nantly Ag iiy), so they will not be able tc launch such powerful attacks 
— against your party. 

= Mystical Attacks 

!.] • Somr powers can affect tlie enemies in different ways lowers like Poison. 

S I P-Fangs, SWia/c, Sleep and Flash, will damage or incapacitate the enemy 
I characters. A blinding Rash, or magical sleep will leave the enemy open 
I tor you to run or strike a mighty blow .\fter some play you can decide 
I when and where to use your different powers Different situations will call 
I for different strategies Insreae of a dunicigmg blow a magical s.eep rr-ghi 
I be called for. to enable your escape. 
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Lethal Attacks 

As your party '\ strength builds, you will eventually develop powers ,.ke 
Gaze, D*Fangs f and I Verify These very powerful attacks can fell an enemy 
in a single blow turning nim to stone or infecting him with a deadly 
poison 


Risky Powers 

.Some Abilities have double sided effects Powers like S-Sk i P-Skm. and 
Burn will damage your enemies, but may also damage you in the process, 
it may seem like an undesirable trade, but it can save your life!. 


X 




Parasite Attacks 

These parasite attacks drain life and valuable energy from your characters, 
ibticn, Kiss, Leech, Drink, and Melr are powers that will pull the .strength 
from a character and leave hint unable to defend himself—or dead They 
can leave you wca* and open to more powerful enemy attacks to you? 
whole band. Death can also occur to any of me characters, but they can be 
revived using certain hcaiing powers Try to avoid any of these attacks, 
because it can weaken your whole defense. Healing can only be done in 
towns. I* 


45 






SPECtAl SKULS AND ABILITY 














SPfrClAl SKUAS AND ABILITY 



Healing 

The powers of Hi a oil Honey w i heal Ihc Ihc castor The power of Cure 
will heal the whole party. Revive will bring one character back from tie 
dead. Care will return most characters back to their original state after 
being hit bv other powers like Paralysis 


Cm - return to normal state. 

Cure Healing - recover a member s HP. 
Hones' Revive * recover the creator’s HP. 
Raise - restore a dead member back to life 



Self Defense 

Humans rely on Armor lo keep their defeat up, hut pavers like Shell 
I and ESI’ w ill help your gifted character with any defense he may need. You 
can use the power of Mirror to east ihc attack of an enemy back at him 
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Young an0 strong, they were uncertain, Eric knew:.me 
curse uociii the land needed to De lifted. Only one wfe 
brave enough to challenge the Tower Eric... 


















BASE TOWN 


j BASE TOWN 



As the td!e unfolds wc find uur brave her u in Bast Town the ominous 
i village around the enhance to the great, silent, sinister 'lower I lire aiiudst 
, tlie mystery ot the speech »ss giant. he would find companions of a metal 
strong enough to brave his mighty quest. He must recruit a party from hi* 

■ v illage to challenge the powertn! curse the Tjwer held ove^ rhe land 


Making a Party 

Eric knew of me Guild as anv one who had a 
feeling ft>r adventure did It was a gathering pi ,<.e 
where those* strong of heari exchanged tales and 
rumors of distant treasures and glory Passing on 
others, he would find LIO a woman of great 
strength and A an the mysterious man of the 
mutant species. Also to join the group was J.J.. a 
Were rat. who seemed to understand the speech of 
men quite we.i So began a tale of glory 



So stories unfold... 

At tunes, the mosi va mble information is 
found in tlie most unlikely places, hr r 
knew that tile people at the base of The 
Tower would certainly knrA\ nore than a 
passing traveller. Here they would learn of 
a town to thi southeast and a caution to 
guard their hearts well. They would also 
see the area" locked door of the lower and 
a wammg. that all on tlie world of the 
Continent wus noT weii 
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BASF TOWN 


















THE IOIIRNEY BEGINS.. 


^ THE IOURNEY BEGINS... 


The Townsman had said... 

lb ihe southeast there lay .another village. 

It was agreed that the party wuid travel iu 
search of this place with the hope that 
some due might be found to help thorn 
solve the riddle of rhe locked door. Thrv 
checked their equipment and item sup¬ 
plies, and set out into a new world Not knowing what Uy ahead nr ine-m 
they wanted to be fully prepared for any circumstance that canid occur ou 
the journey 


Sensing then youth und nrxpen- 
ence, a lone Goblin attacked rhe 
partv Unfortunately, he underesti¬ 
mates their courage and rhe might of 
their weapons. They would not run 
from Inis figh-. Only one side wouid 
remain. The party prepares for 
attack! The Goblin would s«X»n find 
out their true strength and might. 


Waylaid and Attacked! 


m 
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Tke Battle 


The battle was joined and ad 
four companions launched 
their best attacks. JJ. made a 
good show of himself with his 
mighry lusk and the Goblin 
was soon overwhelmed. Alan 
searched through the Goblin s 
belongings and finds 40 
pieces of gold! Surety this 
bandit iiad struck travellers 
before to have such money. 
Continent would have one 
less villain in its borders now 
So if was, again and again 
Conn cent h ad been so over¬ 
run with villainy that the party 
was attacked everywhere they 
travelled. Each time, through 
strength and determination, 
the party vanquished their 
foes Soon their pouches were 
full of the criminals’ money. 
Money they can put to good 
use when they reached the 
village. 



51 


THE lOUKNEY BEGINS.. 





































THE IOUKNEY BEGINS 


HP Levels. 


After one ot the niuriy battles. Erk looked 
over the party. He knew that without 
keeping a dose eye on the it HP Levels, 
they could lose someone. With most of 
the party members hurt they knew they 
must find the town soon 1 They must reach 
the town to purchase Healing to continue 
the quest. 



At last the Town! 


The townsman had spoken true After several days ol travel, the Tuwi of 
Hero was spotted ro the South The party was attacked again as they 
attempted to make it to the village, b Jt thev fltd from the fight. We .Koned 
bv their previous orders surviving to reach the safety ot Use town had 
become their only goal. Just in time they reacn the Town of Hero. Now 
they will be ab.e to recover and put tc use their nard earned 1 ones The 



Town of Hero 
could hold the 
answer to the 
Tower after a 
period of rest 
They may also 
find more 


52 


U THE TOWN OF HERO 



Tne Town of Hero was not very different from the village of Base Town. 
Although if did not nave a Guild, it did nave a place for an adventurer to 
relax and share a few stories with otner adventurers There were some new 
items in the weapons shop and a stamp in the center of town. They sharer] 
stories of Goblin attacks on the road outside the village and the long 
journev so far. 
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THE TOWN OE HERO 


























THF TOWN OF HERO 


Recover HP at (he Inn. 

The first thing lhe weakened parry decided to do was to go to the \ illage of 
Hero’s Inn In rest and heal Their stay would cost them several gold pieces 
for food, and care. After paying the propei amount, me pany rested until 
they were ready to travel ages i Yes the booty' from their adventuresome 
travel had been pul to good use. Ir was hard earned money 



HEALING 

It occurred in Kric mat he had seen healing done in many fashions, 
must ofion in an Inn such as tins. But he had also seen people 
healed by potion or a mystic spell Once after a fight, where JJ. 
sustained injury, he had seen JJ eat a piece of meat and suddenly 
recover his strength SyJ Arango and wonderful land is Conti¬ 
nent. A land lie .l.i> *ix *ciiiroeri to its former freedom and oul 
from under the secret hidden in the silent Tower. 
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Ttic Friendly People of Hero. 


The villager of! kro told the recovered party t 
the three Kings and their war for power over 
Continent. They spoke of a statue, and the 
magic Shield. Armor, and Sword it once car¬ 
ried. And they* also told or a time when the now 
lucked door to the Tower remained open, and 
the pathway to Paradise awaited the worthy 
Ihe names of the three Kings and the names of 
the missing treasures were loo coincidental. 

I he thought of those treasures being used tv 
man in his hunger for power rather than jus¬ 
tice, overwhelmed them. They would recover 
die three treasures and reopen the doorway to 
Paradise. The treasures belonged here I'hoy 
belonged to the people of Continent, not the 
Kings. They would right the things ihe.se men 
had wronged! Armed with new determination 
they searched 
out more infer* 
Hiation to cort- 
f liuue their quest. 
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THE TOWN OF HERO 


































THE CASTLE OF SHIELD 



THE CASTLE OF SHIELD 


UO said she thought she 
had seen a castle to I b r¬ 
east of Hern while the 
parr,' ms heading south 
After setting out it was di.s 
covered that she was right 
Upon entry, it was discov¬ 
ered that it was the castle 
of The King of Shield. The 
party was then promptly 
thrown 01 jI The party 
attempted to sneak hack 
into the castle, hut the 
guards attacked! Tne parry 
wasn't prepared for this 
battle. After much 
thought it was decided 
that better equipment 
and information was needed. Most of ihelr 
Gold Pieces were spent in healing, food and 
rest at Hero. This could not deter ihcir quest 
The\ decided to return to Hem 
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THE NEED TO IMPROVE 


Earn Gold 

In need of funds which the parry would use to 
purchase new equipment, the group decided to 
return in hunting bandiis and beasts Thai threat¬ 
ened The countryside. On the journey to Hero, it 
was for survival, now to acquire necessary funds. 

’ heir direr?toe defined, they set about their dan¬ 
gerous task. 

New Weapons and Armor 

Hammers won; traded for more battle worthv axes 
and swords Helmets, and breastplates with gauntlets of bronze were 01 u’it- 
ted to those who coud use them. Potions of healing and more HP's ro? brie 
were also purchased Using their experience to brave the unknown perils 
ahead, die parry speculated on what items thev may need to add. After 

they had spent their 


SIP ** 1 

IP” J J 

money wisely. The party 
prepared to set our again. 
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THE NEED TO IMPROVE 


























THE NEED TO IMPROVE 


Equipping the Party 



Kric and UO headed Ihc party and needed! I hr 
most armor Those in me tr^nt were twice as likely 


to Mot iiil in a baffle. At the top of their list is the 
weapon they have in their hand The next three 
positions he left open for weapons. Next came 
armor for hands, body and head, in any order 
They* double checked the equipment to be sure 
everything was in (he proper place Once in battle, 
there would be no opportunity to correct a mis¬ 


take Since Lhie had the 
most I IPs <m <1 the best 
Defense*, it was decided 
Dial he would lead. UO 
followed with Alan and 
JJ behind her. The 
equipment had helped 
every one except J.J. 
The little monster still 
had a powerful attack 
and no one would have 
traded him for anyone 
in the world. Some¬ 
thing would come up. 
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^ THE CASTLt Of ARMOR 


After re-outfitting the party, they decided to 
check further northeast for the castle of 
Armor. After some time. they readied a 
shore. By following it to the north they saw 
the castle The Castle or Armor was on the 
other s;de of the river, ft still took days to find 
the bridge across the river to reach the castle. 



The King has troubles... 



The King ol Armor told them a tale of sorrow. The 
girl of his dreams lav in a village to the south and she would not he his 

Heart broken he asked for the party's help. Would you he willing, ? the 

party asked ‘’Yes! Anything” replied the King. So the party decided to go 

south in search or the girl 
and why she would not 

marry the King. They must 

find this girl and bring her 
back. 


i 
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THE CASTLE OF ARMOR 
































THE SOUTH VIIIAGE 



THE SOUTH VIllAGE 


to 



They decided that following the shoreline to 
the south was the lw 5 >t way to find the village 
After several days travel through the forest 
thee found a bridge that erossed over to an 
is.and with the vi ago of .South Ibwn Here 
they stopped for rest and to get answers to 
some questions. 


House of Life 

I 

Item 


Aiifriugri rdnj 
DtiWhO. ITUS iJuJW* 
it* sfi»t p* 
tact to raa*cwc 

vne &n*jt 


Still more of the plot unfolds... 

South ‘Ihwn was built with open spate as i*s num¬ 
ber one priority. Most residents ived outdoors nil 
>f the rime The people told the company o: the 
King's Armor and how it once belonged to the 
statue Here they’ a .so learned of the Bandit King 
and hw lie is to marry the girl instead of the King. 
With little thought the party decides that they must 
^ on front the Bandit King and gel him to release 
* the gir so she can marry tne King There may be 
shll more to learn’ 
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Hers is also a taie of sorrow... 

The giri had no love for the Bandit and wished to 
be free. Still she thought of her village and gave in 
to tiie Bandit for their protection The liearts of the 
band of advennirers were swoon with her dedica* 
nonJShe must be treed. Tne Bandit King must be 
defeated so I us threat vvill nev er be heard again 
Re-eq;lipping arid healing up at tiie Inn, the party 
set our to the southwest in search of fhe Bandit 
Kings lair A ultle nervous. Kric vvoudered if they 
brought enough potions 




THE SOUTH VILLAGE 





















A TEMPORARY SETBACK 


A TEMPORARY SETBACK 

Three days after leaving, the party was attacked 
bv a set of Zombies Badlv wounded the group 
returned to South Town to heal and resupplv 
with weapons and potions After paying for the 
Inn, Alan informed the party that Urey will 
need ro get more money' before they can con¬ 
tinue. They returned to cleaning up me coun¬ 
tryside. 

The parly's first loss. 



*•» 1 


In a battle with Goblins, uue was cut down. The group fought on and was 
victorious. But victory held a hollow feeling in light of their loss. In a world 
of magic anything can happen, and they remembered 
the House of I ifo Lin still had Hearts remaining, so 
she could he saved, hushing back to the village, the 
— parry paid the 11)0 gold pieces and she was returned 
to the group. 
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MORE POWER IS NEEDED 


Ttie band deckled that 
they should focus on 
one member of ihc 
group (0 become the 
champion It was 
decided that since Krie 
had progressed the tast¬ 
es!. he should be the one focused upon. W rh their 
newly won funds, they began ro buy potions of 
strength and ag ry tor n t Also purchased was 
ointment of proteciion that would allow him to 
take mote damage. Once they had raised his abil 
ity to a level they thought would be strong enough, 
they decided that it was time to work on building 
some of the others 
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MORE POWER IS NEEDED 



















































PERFECT PREPARATION 



PERFECT PREPARATION 



THE BANDITS' LAIR 


\ext me parry began working on .mprov- 
mg fighting skills of the others. They 
began to get Strong and Agility for LIO. 

' Both of these skills help build tile powers 
1 aecessan for vanquishing the most dial* 
kiting of enemies! They also began to 
| learn SkiHs like K ek' The Sk > were 
( difficult to learn but with practice they 
became very effective They also gained more Hanged Attacks for Alan 
With the addition or some protection spells he would no ready for more 
j front line action The party was still perplexed as ro whar to do about J_J 
1 He still seemed to show no improvement Vter eating some meat he had 
changed into a Goblin Eating again returned him rc a Were rat. The party 
decided it was tune to try the Bandit King once again 






A dark hole was the Band:* s stronghold. 
Witliin the twisting halls, waited the 
Bandit King.When they found the passage 
from B2 to B3. they knew tiiev were dosev 
Following tile Western w c j tiie*. round i 
doo’ ea ng into the Ha of the Bandit 
King! 
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THE BANDITS* EAIR 


























THE BANDITS' LAIR 


Beasts and Enemies Abound! 

Ai i-veiy step the*/ wr? attacked. Many of 
'he creatures had never been seen by the 
party Tiitv weir' mightier than the foes they 
had fated before. Kric was uncertain as to 
whether they 
became powerful 
from living under¬ 
ground, or because 

lhcy lived close to the Bandit King. When he met 
the King in battle, the truth would he known. 


A Quick Status Check 

Eric had been him badly in a battle with a Red bull 
Rather than chance him through another figh*. 
Alan broke our a potion. A quick look ii the dos¬ 
age and ne pointed to Eric who needed healing 
Kric drank and recovered his strength up to maxi¬ 
mum- UO was also hurt, but not badly enough to 
warrant a full dose from the potion. Enc thanked 
his companions for their assistance It was decided 
that these chocks on everyone's condition should 
happen often to ensure their safety 
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The Bandit King! 

Hie party came upon a giant Poisonous Frog who challenged them. It 
struck terror in the beam ot the hand but they prepared for ban e AUm 
thought, ‘The amphibian will be weakened by tilings that are cold. He 
prepared as did the others and the battle was joined 



The Bandit has other Treasures. 

Eric was verv pleased They had bested tiie Bandit King far more easily 
than they ever thought possible Huy now had the key to h s stronghold 
The Bandit s Lair had other treasures With tlie key’ they unlocked the 
ockcv' Door and before them lay rh< si> ' led with potions of healing arid 
strength. It had been a 
good day. the girl was 
now free to marry the 
King of Armor and the 
courageous parry had 
done very well in trea¬ 
sures 



THE BANDITS LAIR 












































NOW 



NOW TO GO FOR THE ARMOR 


To deliver a message of love... 

Hie part\ set out for South Town and the girl 
of King of Armors dreams. The potion of 
strength had made 1 JO much stronger and 
perhaps she should become the new’ leader. 
But Enc had led them well, and he contin¬ 
ued. With the news of the Bandit Kings 
defeat, the lady was ready to depart for 
Armor. 


Payment for Service Rendered. 

The parry was greeted with great tov. The 
Kmg honored his agreement, and gave Eric 
the Armor With the Armor the party knew 
that the Sword and Shield were just a few days 
away. Re-equipping themselves, they pre¬ 
pared to leave l-ovc had conquered in rhis 
story even if it did have n little help rrom Eric 
and his friends. The King had been van honor- 
able man: perhaps things were alreads better 
in the land of Continent. 
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TO THE WEST LAY THE SWORD 





The party decided to go for the Sword 
next They travelled west until they found 
a jEinall forested path through the moun¬ 
tains. It turned south ano thee East to the 
bridge to the Castle of lfie King of Sword. 




ihPhyhfy 
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TO THE WEST lAY THE SWOKD 


























TO THE WEST LAY THE SWORD 


The Stronghold is prepared! 

Word must have travels tai and fast fur the King 
know Mat one da\ someone won .1 come fur (lie 
Sword. The enemies here are as mighty if not 
more so than those of the Bandit King The 
enemies kept attacking in Sr creasing numbers. 
Donning llie King s Armor, Kric became nearly 
invuliKTdble to their attacks. He was weil pre¬ 
pared for battle. 


The King of Sword is ready. 



Alike the Armor or the Shield, the Sword is a weapon of great strength. 
He made quick work of Alan and severely injured IJO. Only Eric in the 
Armor o* the King had a chance Hiow after blow was exmanged and by a 
miracle the party was victorious. With the Sword of the King now in hand, 
tlie group was confident that the King of Shield will be a lire more 
receptive 



Jd RETURN TO THE CASTLE OF SHIELD 



As would he expected, me King kept himself as far from the entrance as 
possible Guards were surprisingly hostile until they tell the bite of the 
Sword of Kings' By avoiding the v isible guards and keeping to hie west the 
Hail of die King was soon bund 
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RETURN TO THE CASTLE Of SHIELD 
















































RETURN TO THE CASTLE OE SHIELD 


The King lies in state. 

The party was shocked oy tne news mat rne King 
lk Shield had passed on What complication in 
their quest for lhe dour way to Paradise would tins 
all posed it was then that the treacherous Stew¬ 
ard exposed himself as the culprit by having his 
henchmen ambush the group in the throne 
room. Little did he know of the other treasures 
powers 


Watch the Steward? 

With mighty blows from the Kings Sword the henchmen of the vSrrward 
were quickly dispatched. The job was not complete, however, for more 
I rouble was straight ahead .Man's keen eyes spotted the Steward going 
rnrough a secret passage that looked just like an ordinary wail. How did 
me steward do it 7 JJ’s sense of smell allowed die brave band of adventur¬ 
ers to find the secret passage Tlie chase continues! 
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Defeat the Steward, 

The Steward would have preferred to run bm w hen he was cornered he 
decided in fight for what he had worked to achieve. Kric stepped forward 
and lowered ine unearthly blade upon the Steward. The work is quick, and 
the Steward joins Ihe others who have opposed the quest. Tht; final com 
ponent is now theirs. 



The three are again one. 

The cost had been high. Many of the party 
members had lost Hearts m the midst of 
gathering those mystical weapons. With 
the Shield now united with the Armor, 
and the Sword rhe jxirty checked then HI 1 
levels and prepared to set for Hero. One 
more task to open ihe door to Paradise 
But considering the size of the task ahead 
it s not surprising that some were scared. 
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RETURN TO THE CASTLE OE SHIELD 







































TO THE VICTOR. THE SPOILS 
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TO THE VICTOR. THE SPOILS 


The rightful bearer receives his treasures. 

As the precious items are placed in the party's list. All wonder at what they 
may he able to do. should they keep the treasures. One a? a rime the items 
are placed on the statue As the last one is placed something begins to 
appear.. 



Guardian of the Sphere. 

Gen-Bn is guardian of the Sphere lie 
appears to stop the parry from usiutf the 
Sphere to break the seal on the lower 
door. Knowing flight is impossible. ihe 
companions fight like caged Tigers and 
Geti-Bu is defeated The door to Paradise 
is open 



J WHAT LIES AHEAD? 

Time to return to Base Town 

With tile Sphere safely in their hands it is time for the party to return to 
the village where it all started. Once in front or the ominous door the 
Sphere is pulled out and activated with the press or a button The door 
swings wide open and a new adventure begins 



The path leads up. 

Inside the 'lower. darkened corridors lead off 
from the stabs that proceed upward at a sharp 
angle. A tew' steps forward and Alan stopped. 
He pointed to an emptv helmet with a large 
bite mark nn it Knowing that danger was 
present, the parry pressed on. 
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WHAT LIES AHEAD? 






































THE MYSTERY Of THE TOWER 


THE MYSTERY OF THE TOWER 



The Magnificent Fountain 

One of the discoveries in the Tower was a 
fountain. A pool where one drank of its 
waters and instantly was ref resiled. Wounds 
healed at speeds never before seen except b> 
magic The fxx» saved the party many limes. 



Strange Adventures Lie Ahead 

Through some of the d<x>rs. strange. new and 
exciting lands were lu be found. Sortie 
claimed that they were living n Paradise for 
they did not work But without work there 
v\ere no stores to ho found, and all they eon Id 
do was ear and sleep I ne information con¬ 
tained was worth its weight in gold, hm it din 
not answer the burning question to the secret 
of the Tower Uncertain of what they had 
found and badly in need of supplies, tire 
partv decided to press on They went higher 
into the Great Tower 


«r'* t <r 

1 * Tit 
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Jii THE WORLD OF OCEAN 


Another sealed door. 

I ipon reaching toe fifth floor, the party encoun¬ 
tered another sealed door Guessing Tom expe¬ 
rience. they decided to search about tor whar 
ma\ have sealed the rkvir 



Before them lay a mighty sea. 

After passing through a doorway rn the west the party came to a world 
fi most completely covered with warm Mere beasts of greater size and 
strength rhan anything the intrepid warriors had seen before roamed 
about m abundance. Surely this new world was in need ot a champion. 
Perhaps the answer to the locked door could be* found in this aquatic 
Paradise’’ 
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THE WORLD OE OCEAN 



















THC WOKI I) OF OCfAN 


Another world to learn the legend of... 


Ai>a n\ the partv wws hosei In Pirotes and Bandits, In need of supplies and 
healing, the partv deviat'd to u\v -\ for a \;l.d£e and more knowledge 
a hour This new land With luck a village was found to the .southeast The 
partv would he able to 


resupply and go nvesti¬ 
mate a strange rave open¬ 
ing the\ had sported to the 
nor Pi of the town 



Information and the Cave, 


The villagers told of a Heating >$lynd and 
I exited people. Thev spoke of of her >luuds 
I and disUuit plates Further inwsfig.ition of 
j rhe eaves proved the party could travel 
from island to .sland. There were other 
ways to rravrl and places to travel, hut 
I that is a story yet to be told. 



Pages of history remain to be written by you. 
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